Announcing the Best Replicable Paper Award {#sec0001}
==========================================

Science is about the reproducibility of research results and being able to replicate the work of others to validate, question, and improve on their findings to arrive at new verifiable conclusions, formulate models, test hypotheses, and establish new theories based on solid empirical validation. Much of Computer Graphics focuses on methods for creating, shaping, and bringing visual content to life. To advance the discipline, our Journal has teamed with the Graphics Replicability Stamp Initiative[1](#cit_1){ref-type="fn"} and the Software Impacts Journal[2](#cit_2){ref-type="fn"} to promote the dissemination and reproducibility of research findings through peer-verified results and software. Papers that have been accepted for publication in our Journal can be awarded a Replicability Badge. To this end, Authors need to provide a complete implementation of their algorithm, so that the results presented in their paper can be reproduced independently by volunteers. To this date, several papers [@bib0009], [@bib0010], [@bib0011], [@bib0012], [@bib0013], [@bib0014], [@bib0015], [@bib0016] have received the Graphics Replicability Stamp while others are in press at the time of this writing [@bib0017]. Each of these papers is recognized by having a special GRSI Badge Associated with its entry in ScienceDirect. Additionally, authors can submit their software to the Software Impacts Journal for additional dissemination and validation. To further promote the dissemination of verifiable results, I am pleased to announce that the Computers and Graphics Journal is offering an Annual **Best Paper Award** bestowed on a paper published on the previous year that features both the Graphics Replicability Badge and has had its code published in the Software Impacts Journal. The winning entries will be selected by the Journal Editorial Board. The **Computers and Graphics Best (Replicable) Paper Award** includes a monetary stipend of 1000 Eur.

In this issue {#sec0002}
=============

You are reading Computers and Graphics issue 88 out in press as we the travel restrictions due to the Covid-19 pandemic are still largely in effect and many conferences are being cancelled due to contagion fears. This will likely have a very significant impact on the timely dissemination of scientific results especially in Interactive Computer Graphics and Visual Computing where International Conferences have long been the dissemination mechanism of choice. While our Journal has also been affected by these changes, we are working with many top venues to help in providing both quality control and speedy publication via Special and Technical Sections as well as inviting authors of accepted papers to present their findings to selected conferences. This issue features papers from three special sections: Three-Dimensional Object Retrieval (3DOR) 2019 [@bib0001], [@bib0002], Graphics Interface 2019 [@bib0003] and STAG 2019 [@bib0004]. Please do browse the Foreword to the Special Sections on 3DOR 2019 and Graphics Interface that are closed in this issue.

Technical section {#sec0003}
=================

Our technical section three interesting papers focusing on Optimization, Procedural Generation, and Fluid Modeling and Simulation. In their accepted paper Rohit Dubey et al. [@bib0006], present an optimization approach to design signage layouts in complex buildings. They automatically extract wayfinding decision points from raw 3D building geometry to estimate the wayfinding complexity of an environment[@bib0005]. Their approach to signage design is done in a two-step optimization. A validation using agent-based-simulation and validated using expert-based VR walk-through, showed increased coverage area with fewer signs than conventional approaches.

An interesting problem in Computer Graphics is splash simulation in liquids. However, Realistic and detailed liquid splashes require costly fine-scale discretization. A novel approach by Bruno Roy, Eric Paquette, and Pierre Poulin [@bib0007], proposes particle upsampling as a fast and flexible post-processing approach to increase details in animations of splashing liquids. Their method computes a splash zone using the intersections between a selected volume and colliding objects. Their method can thus generate localized and parameterizable high-resolution splashes from either solid-liquid or liquid-liquid interactions, to produce customizable splashes as details on top of coarsely animated liquids.

When projecting large public spaces, it is important to evaluate the safety requirements for human occupancy and utilization of either built or prebuilt environments. This provides interesting challenges and opportunities to apply crowd simulation as a means to analyze architectural designs for both feasibility and safety. Still, such simulations can be time- and labor-intensive, by requiring experts to tune parameters, adjust designs until reaching acceptable solutions. To obviate this, Kaidong Hu et al. [@bib0008] adopt a machine learning approach to learn relationships between crowd motion and building environments. They then apply optimization techniques to identify optimal environment layouts while considering crowd movement features, without needing to run crowd simulations. They demonstrate the effectiveness of the approach in real-world case studies, including the the Metropolitan Museum of Fine Arts.

New associate editors {#sec0004}
=====================

![](fx1_lrg.gif)In the past five years, The established reputation for speed and thoroughness of the Computers and Graphics Journal owes a lot to the excellent Editors that are key to its quality control and help the Editor in Chief to uphold the standards of excellence, timeliness, and attention to detail that we are so proud of. We are happy and proud to report that two eminent scholars and researchers have accepted our invitation to join the board. **Prof. Miguel Otaduy**, an internationally recognized academic and scholar joined the board, to strengthen and extend its reach into Virtual Reality, Haptics, and Animation. Miguel Otaduy is a professor of computer science at the Universidad Rey Juan Carlos (URJC) in Madrid, Spain. He received his Ph.D. from the University of North Carolina at Chapel Hill (2004) and worked as a senior researcher at ETH Zurich before joining URJC in 2008.

He has published over 100 papers, predominantly in the fields of physics-based simulation in computer graphics and computational haptics. He is a recipient of ERC Starting (2011) and Consolidator Grants (2017). Miguel has served as program chair for the ACM SIGGRAPH / Eurographics Symposium on Computer Animation (2010) and the ACM SIGGRAPH Symposium on Interactive 3D Graphics & Games (2014), as editor-in-chief for the IEEE World Haptics Conference (2017 and 2019), and as an associate editor for other journals (IEEE Trans. on Visualization and Computer Graphics, IEEE Trans. on Haptics, IEEE Robotics & Automation Letters). His research interests include computer animation, computational haptics, cloth simulation, and anatomical simulation. More details can be found through his home page at <http://mslab.es/otaduy>.

![](fx2_lrg.gif)  **Dr. Marco Attene** is a Senior Researcher at the Institute of Applied Mathematics and Information Technologies (IMATI) of the Italian CNR. Marco has been the principal investigator at CNR for regional, national and international projects. He is an evaluator for the Italian Ministry of Education and Research and has been the promoter of key collaborations and joint research programs between IMATI and universities in Europe, USA, Asia, and New Zealand. Marco manages several open-source software projects, and his "MeshFix" system received the SGP Software Award in 2014. He published high impact articles and contributed to the organization of international conferences as program chair, program committee member, and organizing committee member. He is an associate editor of international journals in the area, and since 2019 he is the general chair of the Graphics Replicability Stamp Initiative. His research interests Mesh Processing, Digital Fabrication, and Computational Geometry. More details can be found through his homepage at <https://www.cnr.it/en/people/marco.attene>

Facebook page reaches 4000 followers {#sec0005}
====================================

For several years, our Journal has looked into innovative ways to disseminate the original work and insights published in its pages through online media channels. Our Facebook page[3](#cit_3){ref-type="fn"} just reached 4000+ subscribers in the community and keeps growing at a healthy clip. Our LinkedIn group[4](#cit_4){ref-type="fn"} now includes 2200+ students, researchers, and professionals. A twitter feed[5](#cit_5){ref-type="fn"} is another outlet that is experiencing a significant increase in following. In addition to these, we manage an Instagram page[6](#cit_6){ref-type="fn"} and a YouTube[7](#cit_7){ref-type="fn"} channel to boost the visibility of quality work as it appears on ScienceDirect. Authors are welcome to submit their handles on social media to help us better disseminate their work. In the first quarter of 2020, our new publications have been seen by more than 91000 people. These initiatives are due in no small part to the work of Inês Santos, whose enthusiasm, consistency and dedication are key to establishing and maintaining our media presence.

While risks and uncertainties loom large in 2020, the changes likely to be brought about by the pandemic may eventually prove beneficial to the community at large, by introducing novel and more efficient ways to disseminate scientific results and new findings. I encourage you, the reader, to submit your best research work to Computers & Graphics. As you can see from our initiatives and efforts, we strive to go beyond publishing merely incremental papers that extend the state-of-the-art in straightforward ways. Rather, we want to publish original research results providing clever and reproducible approaches to CG problems, that inspire other practitioners to devise novel methods, algorithms, and techniques. We are looking forward to reading your latest and finest research outcomes, insights, and contributions and will endeavor to give them our prompt and thorough consideration.
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